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Sam’s got something to tell yon! 


tNTEH PHASE 



SQUISHTM... _ ___ 

HaTtf entvkwaytoThe rep of a fstery building to call tct a suite&ia full o-Fmoney. 
But the creepy Creatures are determined to knock him offthe building hefore 
ho got* lhui D And fa] Ling objects make !ha clLm b even mere d LfTicult and dan' 
geraus. BUT SAM'S NOT LOST FOE WORDS HE TALKS 

Youscore paints by climbing to the tap of the building, squishing Creep> r Crea¬ 
tures or jumping over the m, And SAM Loves it. He shouts "SQUISH 'EM” when 
you stomp on a. Creature and L 'MQNEY, MONEY. MONEY” when you reach the 
suitcase tin's oven a good sport. IF ha's knock a dad the building, he just says 
■'WHOOPS", then's he's ready lo try again. 


CREATURES 


PAULINO OflJECTIi- ■ QWClt HAMMER 


5 <? # B ^ 

MOTOR nfrfAMlTG FlflE HYDRANT TQEVIMON fiUMK 


Objects fell down toward Sam at higher levats, and the higher he goes, the fester 
ihoy fall. You can avoid ihem by remembering that they fell at regular intervals 
within each level of play 


TO SET UP _ 

ColecoVision" 

Set up your own ColeceVisioti and game coin roller instructed ill year 
owner's manual . Tumtfoo power OFP Insert the Squish’Em game cartridge and 
then turn the power ON, In a lew seconds you wdl be presented with the 
Squish’Em control keys. Press the * hoy to select the play level, 1 - 7, Press the 
+ key to begin. The O key will pause and then resume the game at any time 
■during play. NOTE; 11 you do not press pne of ItresE keys right away, the game 
will do a self demonstration. Press the key to interrupt the demonstration and 
begin the game. 

GAME CONTROLS ___ 

Joystick - tilt forward to climb up 

- tilt left or right to move horizontally 
Joystick Buttons 

- press to Lilt Sam's Legs for squishing or jumping 


SCORI NG POINTS _ 

Climbing one Floor.. , ...... 10 points 

Stomping a Creature while Sam's NOT moving. . ..100 points 

Jumping over a Creuime ..._ _ + „ ., . .300 points 

Stomping a Crealure while Sam's moving.... .300 points 

Picking up a suitcase . .... - 1M0 poims 


CREATURES AND FALLING OBJECTS _ 

Awnd Creatures! Touching arty one cl them wilt knock Sam right otftltE build' 
ing. So move up to tho next floor, tump overthe Creature or squish it by stomp¬ 
ing on it, But be careful! After squishing a Creature, head for the next floor right 
away. In a few moments, the Creature will tu m white and got up. You can jump 
over a white Creature, but a WHITE CREATURE CAN'T BE SQUISHED! 


LIVES 

Each game begins with 4 lives, one in play and 3 in reserve. IE Sam is hit by a 
falling object, or runs into a Croaturo, you lose ono man. His replacement will 
beam at the beginning of the current play level, 

You oait earn bonus men by pmking up prizes. Prizes don't move and you only 
have to touch thorn to win a bonus man. butthe-re's only one per building. Sam 
will yell "WOW’' eagh Lima an exu&]ifei$ earned- toucan earn up lo L2B reserve 
men. but only 10 can be displayed at any one time. Reserve men arc shown in 
the lower left comer of the screen. 

LEVEL S OF PLAY __ 

Play Levels can be selected manually or can be achieved by successful play. 
At higher levels, the Creatures become taller, hander to squish, faster and more 
difficult to avoid, but the game's designer assures us that, except for the white 
dues, none of the Cre atures are unsqulahahle. 

WARRANTY 

Interphase Technologies Inc. warrants to the original consumer purchaser of 
this Iniorphiific videogame cartridge I'M i| will bo free fromdofoefatmmaloriata 
and workmanship for 90 days from date of purchase. Tf any cartridge is discos 
eiu d to in.- defective within tho warranty period Jruerpltasg will agree to have 
it oither repaired or replace d fat the Company's option), free of charge upon 
receipt of the cartridge, postage prepaid, with proof of dam of purchase, at tin* 
Company's Customer Service Centre. 

This warranty is limitod to both electron] c and mechanical parts and does not 
apply to norma] wear and tour. It is not applicable i El ho delect hao arisen through 
abuse and modification. 

Tina warranty is, in I Lou of any other Express warranty or representation, filler- 
phase is not liable far any special, incidental, or consequential damages result¬ 
ing froin use of this cartridge. 


























Sam a quelque chose a vqus dire! 

SQUISH’EM. ■ h 

SAMdoilgTirnperausommetd'ungratCG-ciel de 4&euges pour r£euperer une 
valise bcurree do dollars. MdLu d'homhles Clffiatlllflas, les 5alb£tefi. soni bit)'. 
d4cid6es i Le faire tombcravant qu'iln'arrivc au but. Los objets quidegringe- 
lenlde rimmeublerendent rescala.de encore plus penile use. Mais SAMN’EST 
JAMAIS k COURT DE MOTS! tl PARLEI 

VOUS gagnez dps points ul vous umvua an SOmmul dll c ruLto eLoI. Ptjui Celu. 
vousdevez sautsr par-dsssus Its SaLbo’es ou les4craser. SAM adore go! 11 crie 
"SQUISH'EM" quund vous Gcrasyz un do sflS unnpmia et "MONEY, MONEY. 
MONEY" quand voussueignez: la valine, Et puis, il nese decourage pas EaciLe- 
fflom! S'il ioim.be du grane-cie), vous rentendreasimplemant dire "WHOOPS" 
et U sera piel a retourner a 1'assaut! 

pqurdemrkrer _ 

Co-lecoVislO'Tii v 

Installez wlie ColecoVisionel voire comma ndede jeun B L eonformement aux 
instructions du manue) -d'emploi: mettez Le bouton or position ARRET; insu¬ 
res la cassette de >eu SQUISH'EM el metier t'appareil eitmaiche. Au bout de 
quelquos second es, Les commundes du ieu appuTalncopt sur 1 'wjhh.. Apfmy'&SJ 
aur le numiiro qui vous eonvient pour et&blir la dillicuNe de La partie (I 4 Ti- 
Appuyee sut la touche * pour commencer, La louche 0 perteel da prondie line 
pause 4 nfimporte quel moment de la partie. NOTE: £i vgnsrt'appuyez pas sut 
line dt? cesi louchus immodiatumunt. VoLis- Votrez une pari La- demount ration. 
Appuyez sur * pour I’arreter et commencer volte partie 

COMM AND ES DU JEU_____ 

Munetle de commiude - p-oussez vers l'avant pour grimper vere Le haut 

- inclines vers fa gauche ou vers la diohe pout tes 
mauvements horizunLaux 

Boulous do commando ■ uppuyeic polir SOLllevorlesJambcsdu SAMloisqLl'il 
saute par-dessws Les SalbetOs ou Les 6ciase 


POINTS _ 

Grimper up stage......, . ... 10 points 

Ecrasor une Salblte pendant que SAM est immobile., ,, 100 points 

Sauter par-dedans une Salbeie -200 points 

Ecraser une Salb&re pendant queSANI se d£place. 300 points 

ft^cuperer la valise1^000 points 

LESSALBETE S ET LES CHUTES D’OBJETS 

AitentionauiLSaJb@tesl Si Sam on touche une, il degritigole immedialement du 
gcalte-cieL. Voll-; d&vfiz monter 41 lag c? £Up4 Heiir, saut&r par-dtt£SU£ La Sal bfiie 
on l“e eraser- Mais prude nee I Apr#a avoir &]itnin£ une Salb£le, gtimpez 
immcdLatement. Dana quelques instarua laSalbete vadevenir toute bLanche et 
rossusciter. Vous pounez Venter en sautam mais LESSALBETES NE PEUVEHT 
PAS S.TRE tCRAS^ES! 


■as ^ 

talpitcs ciurrcD'OBiEis... aitioun mustem 

® & s? t B W 

FNEU HDTEUR WJi AMTTT HOUCHED'IMCEHIME TEI.CVJSIOW CVIEE 

Varsle sommet dugratte-cieS. divers objets commenccru4 tomberautour de 
SAM- Plus U s'approchedu but, plus ces cliutesdeviennent trequcries. Vous 
pouvsz 4driter le danger ss vous vous souvenez quo lcs objets tombenl a inter- 
valles rdguLicrs. 


LES VIES 

Ctiaq uu panic commence avec quatre vtes{une sur I'^crau at liais cn reserve). 
Sl SAM est heurt^ par un objet ou entre en collision avec une SaiblitEs. vous avez 
perdu UJl homme. Un rcmplaganc doll prendre sa place. 

Vduspouvfiz avoir dsshommes£uppl4mGntaireseni4co]tanl das priH. Le prix 
ne bouqe pas Ll vouasuttlE de le toucher pour ohtenir Lin hornme suppldmen- 
laire, maisil nVa gu'unprix par immeuble. SAM criera :i WGW" achaque fois 
qu'un nouveau roniorUuiive dans las coulissesL Vouspouve^ausaLqagrmr izti 
homtnes supped mentairos, inaisvousen voyuz lOau maximum au coinmidrieur 
gauche d# votne fician. 

NIVEAUX DE D1FFICULTE 

Lo niveau do difficult poul fttro s^lecticmnd avant La panic ous'accrohro avcic 
vos exploit. AuJt stadesavano^s. las Salb&ies deviennem plus grosses, plus 
difficilesabcmsor. plus mpidus el plus cJidiCiLes 4 tivitol. iiluls J'inventeur du 
jeu nous jure quo tcutosles Salbfiles -sauf los blanches bien silri -peuvent §tre 
acras^cs! 

G ARAN TIE 

Intorphase T^chnotogle'; Jnc. garantit cdtto vid^ocnsnenri do jeu fntnrphaPo 
centre tout d£Jaut ds mat6jciauK oude kbrication pendantlesquatre-vingt-dix 
joui&qiLi fluLvc-nl la daled'achat du preduit Cotle gaiontie tie « applique qu'4 
Tacheteur original- En cas de d£fectuosLt6 pendant la p^riodede garanme, le 
client devn renvoyer uuservice clientele d'lntorptiasc InviddocaBscllecn t^oii 
pay^ en y joignam La preuve de ia date d 'achat. Elle sem, 4 la discretion d’ln- 
lerphase. rdpan 6 e oil remplacde. 

La dtnntw of^ limic^o aux pigeon ^loctroniquon et mdcamqu&sde laviddocas- 
setleet n&couvre pasl'usure normaie et Its digits causes par une utilisation 
impropre ou abueivo, 

Cette garantie henl lieu de toute autie gaiRniie explicLte ou implicite- InterphaBe 
decline inute resportsibilit^ pout Los blossuros personnellos. d£g4is ou donr 
magos causes dire element ou indirectement par I'utilisation do cotto 
vidiacasssette. 


PnMIED^&IHM3^ 



















